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HTTP SHIRT 
white ink on black short sleeve shirt 
front: synthetic pleasures web address 
back: ecstasy smile :-)))))) 
sizes: MED, XL 
item#: SPM100 - $15 
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SP SWEATSHIRT 
chartreuse on blue carhartt sweatshirt 
| front left: SP logo 

back: "synthetic pleasures’ 
sizes: MED, XL 


item#: SPM103 - $65 
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| LOVE PORN SHIRT 
red & black on white short sleeve shirt 
front: "i (heart) porn" (above) 
sizes: youth, XL 
item#: SPM104 - $15 





SYNTHETIC PLEASURES 
MOVIE POSTER 


26" X 40" full color on heavy-stock poster paper. 
item#: SPM106 - $15 


SYNTHETIC PLEASURES 
TOTE BAG 


white synthetic pleasures logo on 
black tote bag. 13" X 14" 
item#: SPM107 - $10 


SYNTHETIC PLEASURES 
MOUSE PAD 


7 1/2" square black pad with 
yellow brain design and logo 
item# SPM: 108 - $10 


CRYONICS SHIRT 
3 colors on white long sleeve shirt 
front: cryonics design (above) 
back: SP logo 


sizes: youth, XL 
item#: SPM102 - $25 


DIGITAL CRIME SHIRT 


white ink on black short sleeve shirt 
front: "synthetic pleasures" on bottom 
back: face w/ "digital crime" 
sizes: MED, XL 
 item#: SPM105 - $15 
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shirt SiZes sub ject to availability 


:4/SU BTOTAL: 


prices: 





short sleeve shirts: $15.00 
long Sleeve shirts: $25.00 
Sweatshirt: $65.00 
poster: $15.00 

tote bag: $10.00 


mousepad: $10.00 
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USA: $5.00 per order 


d Ssci- 


canada: $6.00 per order 


ordering information: 


international: $15.00 per order 


> fill out order form, tear off, and mail in an envelope with check. 
> orders must include payments. 

> check or money order only. do not send cash. 

> product subject to availability and may change without notice. 
> please allow 4 weeks for delivery. 

> All checks must be in U.S. dollars and drawn on a U.S. bank 

> make checks payable to Caipirinha Productions 


send orders toa: 


caipirinna productions 


1120 Sth ave #15a 
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SYNTHETIC PLEASURES 


directed by lara Lee, produced by George Gund 


Conceived as an electronic road movie, this documentary investigates cutting edge 
technologies and their influence on our culture as we approach the 2/st century. It takes 
off from the idea that mankind's effort to tap the power of Nature has been so 
successful that a new world is suddenly emerging, an artificial reality. 


Virtual Reality, digital and biotechnology, plastic surgery and mood-altering drugs 
promise seemingly unlimited powers to our bodies, and our selves. This film presents the 
implications of having access to such power as we all scramble to inhabit our latest 


science fictions. 


caipirinha productions 1120 fifth ave, new york, ny 10128 tel/fax: 212.410.5117 | 
email: iaralee@panix.com ¢ http://www.panix.com/~liao/sp/ 
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SYNTHETIC PLEASURES 

directed by lara Lee, produced by George Gund 

edited by Andreas Troeger and Stacia Thompson 
directors of photography: 

Toshifumi Furusawa, Marcus Hahn, Kramer Morgenthau 


INTRODUCTION 


"Mankind's ability to tap Nature's power has recently 
achieved such success that a new world is suddenly 
emerging, an artificial reality" 

(Benjamin Woolley, Virtual Worlds) 


"The fantasy is that we can somehow transcend our 
horrible condition of being human through these 
shining black boxes" (Jaron Lanier) 


Synthetic Pleasures opens with a greeting from a virtual tour guide, a Japanese cyborg sweetly welcoming us 
into a bright, new world where the natural and the artificial have lost their distinction. Trance-like ambient, 
techno music kicks in with a dizzying, visual montage. Animals morph into people, we hurtle through 
digitally-simulated cityscapes, computer-animated forests spring up around us to infinity, a glowing seed pod 
bursts into a billion geometrical shapes. The digital seed is a striking image suggesting the birth of a new 
kind of life, the creative, generative power of machines, the dawn of artificial life. 


An opening narration considers the human drive to control nature and to overcome the limitations it imposes 
upon us. Some of the film's key collaborators are introduced through voice over, each elaborating upon the 
idea that we have recently entered a new technological era, an historical phase where high-tech innovations 
have given us access to seemingly unlimited powers of transformation. John Barlow, co-founder of the 
Electronic Frontier Foundation, considers the notion that we have the power to adapt the environment to 
ourselves, unlike other animals that have to adapt to the environment. Jaron Lanier, inventor of fundamental 
virtual reality components, contemplates our hope of over-coming the human condition through computer 
technology. Scott Frazier, a computer animator, enthusiastically proclaims himself the god of his own 
universe. 


Interviews emphasize the influence of technology on human experience and question the implications of 
having access to so much transformative power. These powers include the ability to transform: (1) our 
surroundings (virtual reality, controlled environments ranging from shopping malls to space stations), (2) our 
bodies (genetic engineering, plastic surgery) and, finally, (3) our identities (smart drugs, mood-altering drugs, 
virtual identities). This three-part schema structures the film's investigation of often inter-connected, cutting 
edge technologies. 


SYNTHETIC ENVIRONMENTS 


"The dream is that technology will give us back what 
it has already taken away. If we built cities that have 
removed us from nature, then technology will give 
nature back to us..." (Scott Bukatman) 


The first section of the film investigates our use of technology to transform our surroundings. Here we tour 
some of the world's more extreme synthetic environments: the indoor beaches (Seagaia, also known as Ocean 
Dome), indoor ski slopes (SSAWS, acronym for Spring, Summer, Autumn, Winter: Snow), robotic golf 
courses of Japan, the high-tech casinos and artificial nature of Las Vegas. Synthetic environments recreate 
nature while eradicating the distinction between seasons, the danger, the discomfort and the work of getting 
there. Scott Bukatman (author of Terminal Identity) and others consider such environments as both spatial 
and conceptual constructs, pointing out our tendency towards purity, order, and our desire for the sanitized 
fun, predictable experience. Questioning our migration to self-enclosed, man-made worlds, our abandoning of 
nature for synthetic versions, the film then introduces virtual reality. 


"] always tell people that if they want to understand 
virtual reality they should look at Las Vegas. Las Vegas 
is a clear case of the map having gotten so substantial 
that people can walk around in it and feel like they're 
in full, three-dimensional reality even though the 

whole thing is created." (Barlow) 


Virtual reality is the ultimate synthetic environment. Doing away with immersive three-dimensional space 
altogether, it gives us the power to create convincing, simulated realities at will. In virtual reality, the laws 
and limitations of nature no longer apply. Humans can be the gods of their own universes, limited only by 
the power of their own imaginations. Often compared to the telephone, virtual reality has the potential of 
becoming the ultimate communication device. Jt provides an abstract space where people can meet and share 
not just words but direct experiences. Las Vegas and other high-tech centers introduce potent mixtures of 
physical architecture with simulated space, causing a blurring of the real and the artificial in a single, 
controlled environment. These same tendencies, when pushed a little further, lead inevitably to the possibility 
of space stations, hyper-controlled, simulated biospheres. 


Interviews include discussions with: Jaron Lanier (inventor of fundamental VR components), John Barlow 
(co-founder of the Electronic Frontier Foundation), R.U. Sirius (founder of MONDO 2000 magazine), 
Howard Rheingold (author of The Virtual Community, writer for WIRED magazine), and Timothy Leary 
(counterculture shaman, cyberguru). 


Interviews with virtual reality innovators and experts are intercut with virtual images, revealing both the 
scientific and the entertainment applications of the technology. The film visits the VR Conference in San 
Jose, the SIGGRAPH Convention in Orlando, as well as Virtual World, a VR arcade facility. 


SYNTHETIC BODIES 


"] have said that I've donated my body to art, but the idea 
is to raise the problem of the status of the body in our 
society and in the future generations with genetic mani- 
pulation...to be mentally prepared for this problem. 

] think the avant garde is not in art but in the sciences, 

in biology, physics and new technology and ] think artists 
should look for inspiration in these places." (Orlan) 


The second section of the film explores the use of recent technologies to transform and transcend the human 
body. Main topics include plastic surgery, genetic engineering, bio-technology, and the interfaces between 
humans and machines. Interviews focus on mankind's desire for physical manipulation and the control of our 
genetic codes. Robert Ettinger, President of the Cryonics Institute, discusses his attempt to achieve 
immortality through the freezing of human bodies. Max More, President of the Extropy Institute ("a society 
of progressive futurists"), looks forward to a future where mankind will have transcended the limitations of 
nature through the advancement of Nanotechnology (molecular robotics) and the creation of cyborgs (human- 
machines), 


"] don't think robots are going to replace human beings. 
] think that what we are going to see is more of a merger 
of human beings and robots, to become some kind of 
combined organism...there will be a whole spectrum." 


Experiences of gender manipulation are shared by transsexual cyberpunks, interviewed at the Limelight Club 
in New York City. Also featured is performance artist Orlan, who explores the liberating potential of plastic 
surgery in her work. Rave kids explain their attraction to body piercing and Lisa Palac magines a future 
where we can have sex through computers. As new technologies provide us with the power to control our 
own bodies, the status of the body is undergoing a serious crisis. Virtual technology is rapidly perfecting 
environments we can inhabit by leaving our bodies behind. R.U. Sirius talks about mediated, bodiless sex; the 
seduction of "hyperreal surfaces" as we gravitate towards synthetic experiences beyond the flesh. 


Interviews focus on the idea that humans now have the power to re-create themselves at will, that the body is 
no longer an obstacle or limit. Technology has influenced human experience to such a degree that our own 
bodies are no longer perceived as natural. We dream of improving ourselves through the creation of more 
intimate interfaces with machines, of someday "getting rid of these human bodies and becoming post-human, 
as we call it." Research in Nanotechnology promises mankind the ability to contro] the body on a molecular 
level, virtual omnipotence as we gain control over the very structure of matter. 


"The issue here is we're turning the body into a controlled 
environment, and of course the ethical question becomes 
massive. If we CAN control the body, does it mean that we 
necessarily should? It becomes a moot point: if we can, 
we will. But where does that stop?" (Bukatman) 


SYNTHETIC JDENTITIES 


The "post-human" condition is explored in the investigation of our use of drugs and computer technology to 
alter our minds. 


"The idea of giving the power to control your thoughts, 
your perceptions and opinions to a government- 
authorized scientist...that's a nightmare. Our glorious 
victory in the 60's was to take this power to change 
consciousness into our own hands" _—(T. Leary) 


"Cosmetic Psychopharmacology” is the ability to modify our personalities through mood-altering drugs such 
as Prozac. Today humans are increasingly aware of their chemical existence and are choosing to take control 
of themselves on this Jevel. Old concepts of the natural have been thrown into question by our manipulation 
of the brain's chemistry. In this way we are able to change subjective experience to suit our needs and 
desires, to become "better than normal". Interviews with teen-agers at rave clubs explore the popular use of 
both smart drugs and psychedelics to expand consciousness and increase productivity. Interviews with 
Timothy Leary, Max More and R.U. Sirius reveal strong ideas about the human need to take control of our 


brains and perceptions. 


"Our culture is starting to view drugs as information. 
You take a particular combination of chemicals to 
create a particular response in your brain and in your 
nervous system, and you find that response useful in 
getting a different view of reality, a different photo- 
graph from a different angle, and you use that for 
whatever you need to create." (R.U. Sirius) 


R.U. Sirius's notion of drugs (and personality) as information is taken further by Max More, who theorizes 
about the possibility of digitizing human personality and downloading it onto computers. 


Interviews with Lanier, Sirius, More, and Bukatman explore the ways computers are transforming human 
consciousness, both by augmenting our intelligence and by creating new modes of interaction and behavior. 
The world of the Internet and digital communication allow an anonymity (and immediacy) never before 
possible in human interaction, provoking surprising responses and behaviors in its users. The abstract space 
of VR is presented as a medium where new kinds of human encounters are possible, where people are free to 
invent their own non-verbal languages, 


"People get so caught up in simulation and those aspects of 

VR that abstract you from the world, that they lose sight of what 
] think is the real point, which is the use of VR as a place where 
you can achieve greater contact.” (Barlow) 


As the town square is replaced by the mall, as digital technology provides new ways of socializing without 
leaving the home, traditional notions of community are rapidly mutating. The Internet has fostered a 
plethora of synthetic communities. Michio Kaku imagines the earth as a living, thinking shell criss-crossed by 
a synthetic, neural network of interconnected computers. Bukatman, Rheingold and Barlow consider the 
paradox of heightened communication, hyper-connectedness, occurring in increasing isolation. Meanwhile, 
Steve Roberts (Editor of High-Tech Nomadness), explains the functioning of his computerized bicycle. 
Constantly on the move and constantly wired, Roberts is experimenting with a high-tech, nomadic lifestyle. 
Lisa Palac and R.U. Sirius, equally playful and perverse in their embrace of technology, consider the 
experimental possibilities of mediated sex. Synthetic experiences could soon be bought and sold as 
commodities. VR is embraced and feared as the ultimate pleasure machine. 


SYNTHETIC. PERSPECTIVES 


"]n essence, our generation is writing the constitution 

for the future of history. We are creating many things 
that cannot be undone and yet we have no choice. There 
is no such thing as standing still. We are too in love 
with technology to retreat from it..." (Lanier) 


The final section of Synthetic Pleasures introduces broader perspectives on our relationship with technology, 
where this relationship is taking us and what its implications will be for the future. All collaborators voice a 
concern with over-indulgence in the transformative powers of technology, insisting that we promote an 
awareness of the dangers rapid change could present to our society. All tend to agree that technology is a 
tool which can be used in either productive or destructive ways, and that now is the time to start developing 
an ethical frame for our technological agenda. 


Of paramount concern is the idea that digital and bio-technology could slip out of our hands and be usurped 
by both government agencies and the aerospace industries. 


"Science and technology is a sword. On one hand, if it’s 

wielded by people who are concerned about other people, 

the sword could cut against ignorance,poverty , disease, 

and liberate humanity. Or, if it is wielded by the Pentagon 

and by the Aerospace industries, then perhaps we wil] have 
weapons of incredible destructive power, like cruise missiles, 

that have pattern recognition abilities, that can recognize 
objects, and drop bombs on them. So ] think it’s a question that 
echnology itself is neither evi] nor saint-like. ]t’s a question 

of who wields the sword." (Kaku) 


Barlow, a longtime advocate of freedom of information in the digital world, is extremely vocal about 
protecting democracy on the Internet. He cites the Gulf War as an example of VR's destructive potential, of 
its abstraction of human loss, of war becoming entertainment. Lanier extrapolates upon these ideas while 
remaining hopeful that virtual reality will allow us to re-capture aspects of our humanity which were 
suppressed in the industrial age. He maintains that virtuality provides the route to our lost childhood, to a 
society which celebrates the imagination. He sees VR as an adventure which will Jast through the centuries. 
It will be centuries before we know what virtual communication really means, before human development via 
mediating technologies can be assessed. 


* * « * * 


Neither naively celebratory of technological advancements, nor conservative in the face of rapid change, 
Synthetic Pleasures remains fascinated by the extreme reactions which arise with the arrival of high- 
technology. The film taps into both the excitement and the phobia surrounding the futuristic visions it 
encounters. In Synthetic Pleasures, the shock of the new is balanced with a questioning of the new, an 
emphasis on the philosophical implications of having access to so much transformative power. What is our 
experience of the real now that we are able to create convincing, simulated realities at will As the interfaces 
between humans and technology become more and more intimate, how should we reconceptualize the once 
distinct categories of man and machine? Will our ability to reinvent ourselves bring unprecedented freedom 
to individuals or increased control? 


ataitaitemol(t-eulrm featured quests 





MICHIO KAKU: 


Professor of Theoretical Physics and Author HYPERSPACE; BEYOND EINSTEIN (with Jennifer Trainer), QUANTUM 
FIELD THEORY : A MODERN INTRODUCTION, and INTRODUCTION TO SUPERSTRINGS. 


SCOTT BUKATMAN: 
Professor and Author TERMINAL IDENTITY: THE VIRTUAL SUBJECT OF POSTMODERN SCIENCE FICTION. 


JARON LANIER: 


“father of virtual reality" computer scientist, composer, businessman and author. co-invented interface gloves and VR networking. 


JOHN PERRY BARLOW: 


co-founder and executive chair Electronic Frontier Foundation, retired cattle rancher and lyricist for the Grateful Dead. 


ORLAN: 
French Performance Artist. exhibited wordlwide. latest work, THE REINCARNATION OF SAINT ORLAN, a series of 


plastic surgery operations modelled on Venus, Diana, Europa, Psyche and Mona Lisa. 


TIMOTHY LEARY: 


has been investigating the parallels between his experiences with LSD in the Sixties and with computers in the Nineties, both 
of which he believes are alternative ways to open up hidden dimensions of the brain. His earlier activities have been well 
documented - from West Point, to Harvard, to figurehead of the Sixties’ counterculture, to Millbrook, to exile in Europe in 
Africa, to prison, to acting. He is currently authoring a book, Conscious Net, on an electronic bulletin board. 


ROBERT ETTINGER: 
President of the Cryonics Institute and Author PROSPECT OF IMMORTALITY and MAN INTO SUPERMAN. 


R.U. SIRIUS: 


cofounder and Editor-in-Chief MONDO 2000 and a member of MONDO Vanilli, the first Virtual Reality Rock Band. His 
new book the CYBERPUNK HANDBOOK with St Jude and Bart Nagel has just one released. 


SCOTT FRAZIER: 


computer and production consultant in the Far East currentlly working on a “digital graphic novel" called TRANSCENDENCE 
that will appear in ON, a seria] CD-ROM series GENESIS will be releasing soon. 
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LISA PALAC: 


"Generation Sex" talk -show host producer of Cyborgasm, and founding editor of FUTURE SEX magazine. Her work 
has appeared in Details, The London Observer, Playboy, Penthouse, the erotic anthologies Herotica 1 and 2, 
and Best American Erotica. 


ED REGIS: 


author of NANO; the GREAT MAMBO CHICKEN AND THE TRANSHUMAN CONDITION and WHO GOT 
EINSTEINS OFFICE? 


JEFFREY BAXTER: 


active Electronic Design Consultant and former band member of the Doobie Brothers, ee Dan, Linda Ronstadt 
and Elton John, a session guitarist for Donna Summer, Barbara Streisand, Cher, Dolly Parton and Rod Stewart. 


HOWARD RHEINGOLD: 
author, The Virtual Community; VIRTUAL REALITY, TOOLS FOR THOUGHT and EXCURSIONS TO THE FAR 
SIDE OF THE MIND; coauthor of HIGHER CREATIVITY and THE COGNITIVE CONNECTION; editor of THE 


WHOLE EARTH REVIEW; consultant to the US CONGRESS OFFICE OF TECHNOLOGY ASSESSMENT; 
contributor to THE NEW YORK TIMES, THE SAN FRANCISCO CHRONICLE, OMNI and ESQUIRE. 


MAX MORE: 
editor and co-founder of EXTROPY and President, EXTROPY INSTITUTE which aims to guide humanity into the future 


by encouraging the use of emerging technologies. 


STEVE ROBERTS: 
designer, author, publisher, self-styled "ungineer" and high tech nomad who lives a self-supporting travelling and working 


lifestyle on his BEHEMOTH (Big, Electronic, Human-energized machine, Only Too Heavy,) a computer laden 105 speed 
bicycle. publisher of the magazine HIGH-TECH NOMADNESS. currently working on a self-sufficient high tech sea kayak. 


ROBERT GURLAND: 


Department Chairman and Professor of ee at New York University. Author of SCHOLARS WHO TEACH, two 
new books, SPORTS IN ACADEMIA, and DOING TIME: A CRITIQUE OF THE AMERICAN CLASSROOM. 


Vitae eiigam audience 





nerds and nerdettes 

ravers 

philosophers 

technophobics 

hackers 

fringe scientists 

cognitive enhancer users 

housewives 

video game players 

virtual reality fanatics 

epistemologists 

ontologists 

freaks 

transhumanists 

cyberanthropologists 

social scientists 

Al experimentalists 

cryonicists/ immortalists 

nanotechnologists 

digitalia 

extropians 

hippies with beepers 

computer animators 

futurists 

transexualists 

sportists 

space colonizators 

eae surgeons 
iogeneticists 

body manipulators 

robot lovers 

net surfers 

neuroscientists 

pornographers 

tech retards 


Synthetic Pleasures Glossary 
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artificial intelligence (ai): a field of science that has attempted to improve 
computers by trying to incorporate characteristics of human intelligence, such 
as the ability to understand natural language and to perform reasoning under 
certain conditions of uncertainty. 


artificial life (al or Alife): new discipline that studies “natural” life by 
attempting to recreate biological phenomena from scratch within computers and 
other "artificial" media. alife complements the traditional analytic approach of 
traditional biology with a synthetic approach in which, rather than studying 
biological phenomena by taking apart living organisms to see how they work, 
one attempts to put together systems that behave like living organisms. 


biotechnology: application which involves the deliberate manipulation of the 
dna molecules, the substance within cells that carries the “recipe” for the 
organism and is inherited by offspring from parents. 


black hole: a place where the gravity is so strong that light can't even escape 
from it. how would you know where to look for it? it can also be interpreted as 
gateways to an alternative universe. 


controlled environments: man-made closed systems, environments that are 
constant and predictable. 


cryonics: a branch of science that aims to develop reversible suspended 
animation. 


cryonic suspension: a (currently non-standard) medical technique for 
attempting to prevent the permanent cessation of life in individuals on the brink 
of death. it involves the use of low temperatures to halt metabolic decay. a 
person who is cryonically suspended can not be revived by current medical 
technology. the freezing process does too much damage. what is accomplished 
is that once frozen the person's biological state does not change. the reason for 
performing a cryonic suspension is the belief that science, technology, and 
society will advance to the point where revival of the person is both possible 
and desirable. 


cyborgization: the merge of machines and humans. 
cybersex: every time there is a machine between you and your orgasm. 


cyberspace: encompasses the realm of large electronic networks, it is the 
notional information-space’. occasionally, the metaphoric location of the mind 
of a person in hack mode. 


ecstasy: drug used for opening up and having fun; slimming/keeping fit; 
dancing; problem solving; improving relationships; as an alternative to 
psychotherapy; in rituals; in place of a quick holiday; for pain relief; for 
depression. While dosed, you should drink LOTS of water to stay hydrated, 
especially if dancing hard. 


extropy: forces opposing entropy. it represents boundless expansion, self- 
transformation, dynamic optimism, intelligent technology, and spontaneous 


order. 


geek: someone who spends time being "social" on a computer. someone who 
just uses their computer for work but doesn't spend their free time "on line" is not 
a geek. 


genetic engineering: the process of transferring dna from one organism into 
another that results in a genetic modification; the production of a transgenic 
organism. 


god games: games like SimCity, SimEarth, where you can create a self- 
sustaining empire. they are the ultimate experience in planet management. 
these simulated worlds behave similarly to worlds of living organisms, the ones. 
that survive grow in complexity and value. 


hyperreality: that is what umberto eco calls the reality of the absolute fake. 
in search of instances where the american imagination demands the real thing, 
to attain it, one must fabricate the absolute fake. 


nanotechnology (from nanometer: a billionth of a meter): it is the 
manipulation of matter at the atomic level. this new technology will handle 
individual atoms and molecules with control and precision. It will change our 
world in more ways than we can imagine. 


nerd: a person with no social skills, usually obsessed with science or 
technology (geek is more computer specific). nerds are known for their pocket 
protectors, taped glasses, and plaid shirts. many nerds are also geeks, using 
the net as a safe screen to hide behind while practicing their social skills. 


omega point: a possible future state when intelligence controls the universe 
totally, and the amount of information processed and stored goes asymptotically 
towards infinity. 


orbital space settlements/space colonization: in the long term, the 
purposes of nasa's human exploration and development of space enterprise 
are to enable the eventual establishment of permanent, self-sufficient 
settlements in space. 


plastic beauty: your synthetic look after plastic surgery. 


posthuman: self-programming, self-constituting, potentially immortal, 
unlimited individuals of unprecedented physical, intellectual, and psychological 
powers. 


rave: usually refers to a party, usually all night long, where loud "techno" 
music is mostly played and many people partake in a number of different 
chemicals, though the latter is far from necessary. At a rave, the DJ is a shaman, 
a priest, a channeller of energy - they control the psychic voyages of the 
dancers through his choice in hard-to-find music and their skill in manipulating 
that music, sometimes working with just a set of beats and samples, into a 
tapestry of mindbending music. A large part of the concept of raves is built upon 
sensory overload - a barrage of audio and very often visual stimuli are brought 
together to elevate people into an altered state of physical or psychological 
existence. 


robotics: is the engineering field that builds machine with the cognitive 
abilities necessary to interact with the real, physical world. current roboticists 
are producing machines whose cognitive performance is somewhere above the 
level of the simplest insects and somewhere below the cognitive performance of 
the simplest mammals. 


smart drinks: drinks made with nutrients that supply needed precursors and 
cofactors that your body uses to manufacture neurotransmitters, the chemical 
messengers that carry impulses in the brain. These neurotransmitters can 
frequently be depleted by heavy excercise, stress, stimulant drugs, or lack of 
sleep, and many people report that amino acid/vitamin combo “smart drinks" 
seem to help. 


smart drugs: a new breed of drugs termed “nootropic*. nootropic comes from 
the greek word meaning "acting on the mind". it works on the brain and/or 
blood/brain barrier and they have fairly low toxicity levels. 

Smart Drugs can do things like: 

1) Improve mental functioning and even increase IQ (lots of arguments on the 
IQ increasing - but research is proving it true) 

2) Increase lifespan (80% or higher) 

3) Decrease some of the bad degenerative effects of aging 

4) Increase mental clarity 


techno/ ambient music: techno is denoted by its slavish devotion to the beat, 
the use of rhythm as a hypnotic tool. It is also distinguished by being primarily, 
and in most cases entirely, created by electronic means. It is also noted for its 
lack of vocals in most cases. Techno also usually falls in the realm of 115- 
160BPM. ambient music is designed to lull your mind through more soothing 
rhythms and samples. 


terminal identity: begins when the citizen becomes a blip circulating within 
the feedback loop of the imploded society. 


transcend: to become vastly superhuman and incomprehensible for 
unaugmented beings. 


transhumanism: philosophies of life (such as extropian perspectives) that 
seek the continuation and acceleration of intelligent life beyond its currently 
human form and human limitations by means of science and technology, 
guided by life- promoting principles and values. 


ubiquitous computer: also Known as “embodied virtuality". computers that 
are an integral, invisible part of people's lives. in some ways the opposite of 
virtual reality, in which the user is absorbed into the computational world. 


upload the mind: the transfer of consciousness and mental structure of a 
person from a biological matrix to an electronic or informational matrix. 


virtual community: a community of persons not located in close physical 
proximity but forming a cultural community across computer networks. 


virtual reality or artificial reality: the ultimate form of interaction between 
human and machine. In VR, everything you perceive is generated by a 
computer that responds to your movements with sights and sounds designed to 
make you think you are in another world. the user gets immersed in a computer 
generated simulation or enhanced environment so realistic as to cause the 
suspension of disbelief. 


SYNTHETIC PLEASURES 


BlOs 


lara Lee 


director 


lara Lee is of Korean descent and was born and raised in Brazil, where for many years she worked as a programmer 
of the Sao Paulo International Film Festival. In 1989, she relocated to New York City, graduated with degrees in 
film and philosophy from New York University and directed three short films which have been screened in several 
film festivals around the world: "Prufrock" (an adaptation of T.S. Eliot's poem, narrated by Matt Dillon), 
"Neighbors" (based on a story by Raymond Carver which coincidentally was also later adapted by Robert Altman in 
"Short Cuts") and "An Autumn Wind" (an experimental film with Haikus written by Basho and Allen Ginsberg 
recited by Ginsberg and shot in Kyoto). 


In addition to her filmmaking, Jara produced The 1993 No Budget Film Workshop, which provided U.S. producers 
and filmmakers the opportunity to meet with the Brazilian film community; brought a showcase of American short 
films to Brazil and Cuba and worked with the Asia Society in New York in connection with its Korean Film Festival. 


Jara is the driving force behind the Synthetic Pleasures web site on the WWW, reachable at 
http://www.panix.com/-liao/sp/, a clothing line designed by her sister, Jussara Lee, the "Synthetic Pleasures" book, 
CD soundtrack (both scheduled to be released in '96) and a Synthetic Pleasures merchandising line. 


Currently, Jara is producing art/technology “events” where she will be presenting her Jatest multi-monitor installation 
pieces entitled "Chil] Out" and "Data Shock" designed by her in collaboration with Andreas Troeger (an associate of 
Nam June Paik). 


Synthetic Pleasures, a sci-fi documentary about the hi-tech world, is her first feature-length film. 


George Gund Ill 


producer 


George Gund has been importing and distributing Eastern European films since the early 70s . He has also been 
involved in independent productions in the United States and abroad, including Cold Fever by Oscar nominated 
Icelandic director Fridrik Thor Fridriksson. He actively serves several international film festivals, as juror (Moscow, 
Istanbul), as chairman (San Francisco) and as longtime trustee (Cleveland Film Society). He is also trustee member 
of the Sundance Institute and member of the film committee of the Museum of Modern Art. 


synthetic pleasures 





Terre Thaemlitz 
"Fat Chair", "Hovering Glows" and "040468" 
Instinct Records 


Human Mesh Dance 
“Wet Moon” and “Soft System” 
Instinct Records 


Omicron 
"A Thousand Dyes on the Moist Earth" 
Instinct Records 


Prototype 909 
"Devil Dog" 
Instinct Records 


Seti 
"Beacon 08” and “Beacon J4" 
Instinct Records 


Alcove 
“Question of Trust” 
Barramundi/Antler-Subway Records, Belgium 


Transformer 2 
“Virtual Cocoon” 
Barramundi/Antler-Subway Records, Belgium 


DJ Bubba 
“Dream Planet” 
Barramundi/Antler-Subway Records, Belgium 


Karma de la Luna 
"Travel without Moving” 
Barramundi/Antler-Subway Records, Belgium 


Man-Dello 
"Shomyo" 
Barramundi/Antler-Subway Records, Belgium 


Jaydee 
"Think For a While" 
Barramundi/Antler-Subway Records, Belgium 


Tranquility Bass 


“Cantamilla”, “] 'm So High” and “Mya Yadana” 


Exist Dance 


TylerVision 
“Purdy Deyenol” 
Exist Dance 


“Coalesce” and “Sundial” 
ZéeMagick Records 


Single Cell Orchestra 
“Transmit Liberation” 
ZéeMagick Records 


Hardfloor 
"Confuss" 
Eye Q Music Inc. 


Pete Namlook 
“Travelling Without Moving - Trip #4” and “Breeze” 
Fax+49-69/450464 


John Cameron 
‘Impossible Religion” 


Young American Primitive 
"Trance Formation" and "Over and Out" 


Darrin Verhagen 
"Eis" 
Dorobo 


Haruomi Hosono, G.Hotoda, B. Laswell, Y. Terada 


"Heliotherapy" and "Strange Attractor" 
Studio Garage/Mercury Music Entertainment 


Elements of Trance 
"Taste of Your Own Medicine" 
City of Angels 


Banco de Gaia 
“Mafich Arabi” 
Mammoth Records and Planet Dog Records 


Kenneth Newb 
“For a Pavilion of Wind” and “Cloud-Atalanta” 
City of Tribes 


Global Dance Project 
8 rar Cherry Blossoms" 
Native Dance Records and Quango Music 


Air Liquide 
"Tongues of Fire" 
Sm:)e Records | 
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Hard Cover, approx. 150 pgs.Full color 
film/cultural criticism 
Fall 96 

Introduction by R. U. Sirius 


Human beings are tool builders. DNA in al] its wisdom gave us opposable thumbs. And human 
beings are dreamers. Our minds and imaginations have created culture. From cave paintings to 
web pages, we've expressed the contents of our imaginations by exteriorizing them for 
presentation. Combining this urge to construct and this will to virtuality (defined as mediated 
communication), we finally--at the end of the 20th Century--find ourselves living in a world 
largely of our own construction. But it is not an unnatural world. It is our nature to do this. 


The film Synthetic Pleasures opens in a Japanese theme park, where people strapped into chairs 
in a theater are experiencing the thrill of water skiing, followed by the rush of being on a 
spaceship flying at rapid speed across the galaxy, all in 3d. How much easier it would be to 
explain the human urge towards synthetics in terms of the useful: virtual reality used as a tool for 
modeling drugs in three dimensions for instance, or space colonization with its dreams of 
opening a new ecological niche and returning new resources to the home planet. But it is the 
perversity of human beings that really interests us. Real change-mutation--comes not from use of 
technology but from abuse. Evolution for the hell of it. It's the thrill-and-novelty seeking side of 
human nature that has rejected the kind of social homeostasis implicit in non-technological and 
collectivist cultures in favor of the wild, dangerous and unwholesome path of late 20th Century 
capitalism's high tech joyride. The pursuit of "fun" has little place in any sort of Newtonian, 
logical analyses of our movement as a species towards synthetic life. But thankfully we now have 
complexity theory to help us embrace the seemingly inexplicable multiplicities of human nature. 
And take a look around. Disney is taking over. Entertainment, video games, cd roms, virtual 
erotica... purveyors of fun are the new kings of the economic frontier. The pursuit of fun propels 


US. 


In the 1980's, cyberspace became a nested cultural phenomenon. Sure, the evolution of virtual 
realities in the digital realm evolves too slowly for some of us towards that place where the nearly 
infinite contents of human imagination are ours to make manifest. But we know that it's coming. 
We've already read out the specs on what kind of culture might be produced inside of 
cyberspace. Now, in the nineties and into the 2Ist century, we confront a tougher challenge. The 
mutation of physical form, transforming the meat. Kathy Acker has stated that in a time when all 
of conceptual reality is up for grabs, the body is the final locus for identity. At the same time, as 
we begin to see ourselves in the context of a communications culture, we are doing our best to 
make the body imitate the plasticity, or mutability, of our mediated communications. Thus the 
extraordinarily popularity of piercing and tattooing, the middle class obsession with plastic 
surgery-assisted perfection and the cult of the (steroid-assisted) body builder. 


Beyond the merely semiotic, there is the development of replaceable body parts (liver, heart, 
kidneys, sexual organs) and, ultimately, the science of gerontology i.e. longevity, with its eerie 
science fiction emphasis on cryonics. Here we find that human beings, having seen their worlds 
beautifully expanded into trillions of bits of easily replicable information, thirst for that same 
sense of infinity in the body. As a person at a Mondo 2000 Reality Hackers forum once said, "] 
can make copies of my hard drive but ] can't make copies of myself. ] want to solve that 


problem." 


Michael Jackson, his ever-changing face, his (a)sexual perversity, his hyperbaric chamber, his 
fascination with freakishness (the Elephant Man), his plastic-Wagnerian kitsch inspirationalism, is 
the sign of the times. This is the decade of the tummy tuck and the penis ring. Would you have 
it any other way® 


It's become a near cliché. On the net, you can be anybody you can want to be. Gender, race, age, 
physical beauty--all of it disappears. In Virtual Reality, as Jaron Lanier suggests, you can become 
an octopus or a teapot or even a moebius strip. The synthesis and resynthesis of social identity is 
the main event right now. Artists and politicians "reinvent" themselves. Inside our heads we re 
trying on new identities with increasing frequency as well. Artists look to an entire mass mediated 
world culture from which they synthesize their new works, sampling (figuratively or literally) 
from the aborigines, the Beatles, James Brown and/or the latest Pepsi commercial to create an 
"original." The post-modern artist might comment on the same epiphanies and torments that 
classical artists commented on, but (s)he is likely to comment on it in the context of Roseanne 
Arnold's breakup with Tom Arnold or Madonna's latest video. As cyberpunk humorist Mark 


Leyner says, "]'m made of media.” 


Still deeper into the structure of identity, we enter the realm of designer drugs. From the 
popularity of prozac to the continuing evolution of ever more precise mind expanding drugs, and 
even to the hard-edged speed-culture sexuality of crack cocaine, people shape and mold their 
inner selves toward the state that they seek with increasing success. Finally, as the walrus said--"] 
am he as you are he as you are me and we are all together." Hypermediated society is like the 
scariest part of a powerful LSD trip--it blurs us all together. 


So where is all of this novelty taking us©® As we vastly increase the data flow and gain control 
over the structure of matter, will we experience a corresponding increase in personal freedom and 
well being® Will we become human, or more than human? Or will we become more robotic, 
slaves to cold logic® How the future will look depends on what we do now. We must look for 
synthetic perspectives that will offer an alternative to the depressing politics of the moment. Must 
we be either stifled by bureaucratic over-regulation or victimized by excesses in corporate greed® 
Must we choose between the individual freedom of the libertarians and the compassion of 
liberalism® Must we watch our civil liberties be flushed down the drain in a wave of sexual 
hysteria and future phobia. It is urgent that forward-thinking people come forward with new 
synthetic perspectives. The future politician must be a chaos magician, able to surf the waves of 
change while precariously balancing the body politic. And she must be ready to rave till dawn. 


Madame im fashion 





In conjunction with Jara Lee’s film Synthetic Pleasures, Jussara Lee launches the SP Collection , 
her debut active sportswear line. 


Sisters Jussara & Jara Lee have joined forces to greet the arrival of the next century and the dawn 
of a high-tech era characterized by an impatience with the limitations of the Real and a giddy 
anticipation of a future-present based on speed, transcendence and unlimited possibilities of 
transformation. Traditional concepts of the natural and the artificial have been blurred by the 
ubiquity of televisual fictions, simulated environments, and new powers to modify both our bodies 
and our surroundings. Engaging what they see as a cultural upheaval (but one which offers a 
whole new spectrum of pleasures), Jussara & Jara combine their respective passions for fashion 


design and filmmaking. 


Jussara Lee's SP Collection is her debut active sportswear line. Designed in the spirit of the film 
Synthetic Pleasures, the SP Collection explores the pleasures of the synthetic while addressing the 
adventurous, playful attitudes of our high-tech times. Produced with 00% synthetic materials, 
the collection ee hate bold yet accessible styles, equally suitable for the street, your favorite cyber 
sport, or for adventures in simulated environments of all types. Jussara Lee applies her talents 
to ultra~modern fabrics composed of Polymid, Polyester, Polyacril, Elasthan, Lycra, Spandex, and 
Polyetan-Elastomer. The SP Collection is not for the old-fashioned or the techno-phobic. It is 
about discovering pleasure, adventure, and confident attitudes as we abandon the Industrial Age 
and speed into the next century. 
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Old joke: Why do dogs lick their balls? 

Punchline: Because they can. 

Human beings. as Jaron Lanier, pioneer in the world of virtual reality, 
observes in opening sequences of filmmaker lara 


neon piace thedeteacecee gents lees new docu-film Synthetic Pleasures, are not 


” wag d0gsS — though their obsession with technology 
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with it’s own genitalia. “Human beings have a 
built-in dissatisfaction. an itch that can't be 
apo eratrned Our efforts to scratch it have created 
civilization which is essentially the practice of try- 
Ding to adapt the environment to us rather than 
GT sdapt ourselves to the environment.” 
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With the new millennium on the horizon, it’s 


| § ; man CaASY to get scared and excited all at the same time 
‘ ( [ am about what “reality” might mean in a few years 
; ae FT The terrain of cyberspace and its manifestations 

are provocative because it is essentially unex- 
plored. What was once considered “virtual” simply simulated an expe- 
rience, now the digital domain aspires to be “real.” Hence the point 
Synthetic Pleasures raises: Should we all be afraid? 

“The thing about virtual reality is that people are so afraid 
that it is becoming a life of substitutes.” says Lee. “That people can not 
handle the natural things of the world. | think. you do what you want to 
do. The whole thing is fantasy: | don't see why people are so worried 
it's almost cliché but it’s a double- edged sword — its what you do witt 
it.” Lee proposes that technology is simply the information. what we do 
with it is up to us 
Synthetic Pleasures, Lee's first feature-length documen- 
y, began as “an electronic road movie” traveling the world and look- 
4 ithe landmarks of cutting-edge technology. The director's camera 
Ss across many subcultures, dealing with everything from the 
ulation of artificial organisms to the control of nature (cryonics, 
ysurgery, etc.). As theorists from every possible crevice in the 
Mic frontier give testimony, robots, fantasy buildings and CAD 
ip ages scatter by in visual bursts. providing conclusive evidence about 
is new age. 
i. Technology means power in the 2]st Century. Not simply 
er natural resources or money but the ability to transcend 
| creating foolproof. guaranteed experiences at will. Among 
= i i id examples is the Japanese fascination with indoor nat- 
7 nders, "Ski Slopes and beaches with computerized tempera- 
and wave’machines allow the Japanese, a culture notorious for 
thi RB work ethic and endless technological resources. the ability to 
egijoy the pure experience of nature without the nature. 

# Man is a product of nature and technology is a product of 
ai oe It it's becoming difficult to separate artificial and real. to find 
‘the life where man ends and machine begins. “| really do believe the 
fistinction is blurry,” says Lee. “We now say that machines are exten- 
Mig of humans but we could also Say we are extensions of machines. 
man beings think they are special. and | have my doubts. | 
lye are more special than plants or robots or machines. We 
wogical life but now we can also talk about non-carbon 


















































credit. his film surfs the many channels of techno- 
at also allows a few of the common folk who back 
domless, controlled experience through technol- 
iot-so-common folk. as well. emerge from the 
ilub scene to discuss body manipulation (pierc- 
tering drugs and the idea of gender confusion. 
ally want is more thrills. more fun. to really fan- 
jatiability is something that we always had. With 
gave this fantasy that we can control.” 

st Century, even drugs can be considered as infor- 
control of the brain. Chemistry as a cruder form of 
memothy] Leary always tells me that LSD was for the 
ae OMputers are for the Nineties.” says Lee. “They are basi- 
expanders, you can go beyond your consciousness. We are 
es with beepers. We are always looking to expand our 
r With Synthetic Pleasures, lara Lee tries to dispel the myth 
fortless society solely run by computers. “| think we should use 
Plogy to do more” she says. “It's a total illusion to think that with 
rology. we don't need to work so hard. | think it’s just the opposite 
ell have to work even harder.” Technology is neither 
@Ood nor evil in and of itself. Technology is simply data that can fall 
equally into the hands of the imagination, the power to create. as the 
hands of mass consumption, the power to exploit and destroy. Either 
way, as Jaron Lanier admits in the closing sequences, “There's no such 
thing as standing still.” 
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Had it up to here with technology? Synthetic Pleasures is a new documen- 


tary that explores that problem. The film features segments on psy- 
chopharmacology, biotechnology, indoor beach and ski resorts in Japan, 
and a French performance artist who’s transformed her Body | into a piece 
of art through extensive plastic surgery. “I think we’re in a situation 
where we can only get over technology through teennology.: says direc- 


tor lara Soa: “| don’t see the distinction between machine ane human: 


ie artificial intelligence and retinal intelligence. Reality is an opinion, right?” 





